


INTENTIONS

L ————

* GOALS

- Familiarize with new weapon (shotgun)
- Encounter more enemies at once
- Present a more enclosed environment

 FEELINGS
- Mystery
- Spooky
 GAMEPLAY
- Adventure

- Hybrid turn-based combat

SCOPE

- Medium

SIZE

-1 level:
- 2 floors
-5rooms
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LEVEL CHART - FLOOR 1

— ————-
* S CAMERAS « 2ITEM CONTAINERS
- Breakable pots
- Contain ammo & health
* PLACEDITEMS « 2ENCOUNTERS
- 1 Living room key - 5Tiny Ghosts

- 1 Silver Leaf
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LEVEL CHART - FLOOR 2

- ———
« 4 CAMERAS « 3BREAKABLE POTS
 PLACED ITEMS « 3ENCOUNTERS
- Upper floor key - 2 Pumpkin Scarecrows

- 3Tiny Ghosts

 READABLES
- Letter
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GAME & LEVEL ELEMENTS

L ———
‘ = Weakest common enemy ‘ * Medium common enemy
* Tiny Ghosts # Pumpkin Scarecrow

“

Behavior: Inanimate or Roaming
Attack: Range only

“w

Behavior: Patrols / Roaming
Attack: Melee only

“
“

¢ Height: Tm ¢ Height: 2m20
- Width: 70cm - Width: 90cm

|
PR PR

|
LA RS

- Length: 80cm - Length: 160cm

g":\
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GAME & LEVEL ELEMENTS

L ——
= Breakable container = I[nteractable
% Pots & vases * Furniture
* Behavior: Can be targeted and attacked ¢ Behavior: Can be opened once by
outside of combat, breaks on hit and drops interacting, contains items
loot ¢ Height: 1m10 _
‘ : —g—ﬂ h S ¢ Width: 70cm | __\
* Width: 60cm ‘ ¢ Length: 2m g
¢ Length: 60cm -
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GAME & LEVEL ELEMENTS

o
‘ = Placed items ‘ =" Drops
* Key Items # Bag of loot
+ Behavior: Placed in the game world or in ¢ Behavior: Generic container dropped after
item containers, cannot be dropped killing an enemy or destroying breakables
¢ Usable on context sensitive interactable ¢ Gives contained items to player after picking
(doors, mechanisms) itup
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MOODBOARD - GROUND FLOOR

S ———

Main hall Parlor / Dormitory
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MOODBOARD - SECOND FLOOR

Living Room

I A
“q\l (HE )
i §

Library & Study
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MOLECULAR DIAGRAM

Level Exit

Level Elements

[ ] Ground Floor

['- 1] First Floor

e

Main Hall Living Room Library

O (Mezzanine)

-'#
-
L

— Cpens from this way only

. Player Start

. Ghost

O Scarecrow
ﬁ Locked Door
Dltem Container
* Main Objective
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Dormitories /
Parior )4—( Study Room )
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LAYOUT GROUND FLOOR

ENTRANCE

Af@ey
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[ : Walls
[] : Interactable
: Door
| : Blocked Door
: Locked Door
Elevation
ltem

[

O:

% : Critical ltem
O:

OF

Encounter
Scarecrow

: Readable
: Chili Pepper

: Health Potion




LAYOUT - SECOND FLOOR

Acc@gme key.

Bookshelves

(DR ONE

N

Bele

AN
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[ : Walls

[] : Interactable
: Door

| : Blocked Door
: Locked Door

| _]: Elevation

s ltem
: Critical ltem

: Encounter

: Scarecrow

: Readable

: Chili Pepper

: Health Potion




WALKTHROUGH - GROUND FLOOR

e
# The player arrives in the main hall. A= ==

* They try to open the upper door at the top of the stairs, but it’s locked. i

* They go through the corridor and open the first door.

L,

¢ Akeyisvisible, but the way to getto it is blocked so the player
explores the room.
They find a piece of armor in the wardrobe, and another locked door.

Returning to the corridor, there is an enemy encounter blocking the
parlor door.

“

“

# After eliminating the enemies, they collect the loot and enter the
parlor.

2,

¢ They enter to get past the blocker and get the previously inaccessible
key.

* The player goes back to the main hall, but an enemy encounter
awaits them.

/ ¢ After dealing with the enemies, the player opens the upper hall
l door and enters the 2" floor.
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WALKTHROUGH - SECOND FLOOR

— ————-

% Now in the living room, the player finds another locked door and
notices an inanimate scarecrow standing around.

Exploring the room, the scarecrow starts moving and attacks.
After defeating it, they use they open the door and leave the room.

“

“w

* Entering the library, they see the study desk on the bottom floor
from the 2" floor platform.

¢ They find a letter from the antagonist lying on a study table, informing
his minions of his plan.

Nearing the stairs that lead to the bottom floor, he battles tiny ghosts
protecting the library.

“

“

Down the stairs, he faces the penultimate enemy squad protecting
the Silver Leaf.

* They grab the artifact and go through the door, leading them back
to the dormitories.

* The player goes back to the main hall and leaves the mansion
4 through the main entrance.

l
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